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SURtfVAL STREAK 


XP 0000 /0000 


Second List Item Goes Here 


Third List Item Goes Here 


TITLE G0ES HERE 

This ife the subtitle and explains what this screen 
is about and what the player is supposed to do. 


L0REMIPSUMU0L0R SIT AMET C0NSE! 

PRETIUMTRISTIQUE INTEGER NEC LE0 


NULLA TEMP0R 


LIST TITLE GOES HERE 


Name of statistic 
Loren ipsun 
Aliquam marestie 
Duis pulvinar pretiun 
Maecenas eget 
Morbi vehicula nisi 
Nulla tenpor 
Duis pulvinar pretiun 
integer nec leo 


READY 
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ithout doubt, the whiteboard plays a critical role in 
development of any game. Often I feel the need to 
vomit ideas onto a whiteboard which I subsequently 
forget. Dead by Daylight's early phases had so much 
that we wartfed to do I thought I would share a few 
of those initial whiteboards with you. 
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October 2Q3 4 

Here is a glimpse into original ideas 
for secrets and meta-games that 
could run within the game. It also 
looked at how we could incorporate 
different calendar events into the 
game. It's always amazing how 
many ideas get left behind once the 
reality of production kicks in. it is 
always a balance between retaining 
what is really essential and parking 
the rest for a later day. 



This was a panorama from when we were really starting 
to get to grips with our game. Interesting points are - 
you can see we were still exploring the old tropes of 
Stoner, Cheerleader etc. These tropes remained in the 
game for a crazily long time. So long that they started 
to become engrained in the code - so much so that 
many events still refer to Slasher and Camper, rather 
than Killer and Survivor. We still hadn't fully settled on 
our individual loadout systems or exactly what form the 
items and powers would take. 
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What is fear? Fear means a lot of things to a lot of different people. Some people 
are terrified at a picture of spiders, others put spiders in their mouth for fun but 
turn to jelly in the dark. True fear is hard to capture and represent. However, the 
fear that we wanted to go for, was that fear of being caught. Our original 
inspiration from the game was hide-and-seek. That feeling of remaining 
motionless while the hunter swoops past unable to find you is a precious 
childhood memory for a lot of us. 

It's no surprise that, when asked what their favourite moment of a gameplay 
session is, the answer is often the same. "When the killer past me in my hiding 
spot and he didn't see me and he was only three feet away." That amazing sense 
of helplessness as you remain motionless, praying that the killer won't discover 
you is a magic moment in the game. The feeling that is released as you realized 
you escaped is true relief. These magic moments are the driving beats of the 
survivor gameplay, and building a game to capture these moments was 
challenging. We tried to replicate this feeling in several ways: 

There is no safe place. We found early on that a level that contains a truly safe 
place (a roof you can get onto etc.) was both deeply frustrating for the killer and 
ultimately worked against the stress for the survivor. Levels are built so that there 
is nowhere where you can't be caught. 

We took away combat interaction from the survivors. Early iterations of the game 
has the idea that survivors could melee attack the Killer. These created unwanted 
situations where it became a matter of skill vs the killer as to who would win. No 
longer did the killer hold the sort of power that would terrify. In fact, we started to 
see games where survivors would start to hunt the killer and we even started to 
see the killer running away. On reflection, this was counterproductive to the entire 
loop and so we readjusted. There are ways you can interact with the killer, such 
as the flashlight, but doing so is dangerous and has limited rewards. 

Human opposition. Of course, making the enemy a human controlled character 
adds a layer of unpredictability and intelligence that just cannot be replicated by 
Al. Knowing you outwitted a human is just better, apparently. Humans also make 
the game hard. When making any survival game, the more powerful and 
devastating the enemy, the more likely you are to be stressed. The game is 
balanced and that balance means that survivors must engage actively with the 
hiding mechanics if they are to have any hope of surviving. The goal being, if you 
made it out of the door, you deserved it. 
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DOES THAT 
AKE SENSE 


Sometimes you can end up in a situation when you have a gameplay 
feature that doesn't make any real sense (when you really think about it) 
but works amazingly well in the game. For us there are a few, but the key 
ones are, the heartbeat, the killer's red light and the generators. 


The heartbeat works as a proximity alarm for the player. It also artificially 
stresses the player making them more prone to making a poor decision. 
That poor decision often gives them away and a chase ensues. Now, it's 
true that this heartbeat is weird and that its volume and intensity are 
based on something that you might not even be able to see. However, the 
value to the core game loop of surviving is so high and the overall use of 
it as a balance tool to keep the survivor in the game is so massive that it 
was unimaginable to drop it. 


The red light is mysteriously projected in front of all killers. It doesn't 
really make any actual sense and, in early iterations, it was represented as 
a shadow. The power of this feature is that a survivor can be hiding 
behind a wall and see a killer come right up to the entrance (without even 
seeing them) as their light projects their vision cone. This means we can 
have even more special moments in the game than we would normally. 


The generators are in the fiction of the world, but they make as much 
sense as any other multiplayer game mode objective. After all, in world 
war two, they weren't really raising their flags over enemy territories, or 
carrying flags back to their house to score points. We wanted an 
understandable gameplay mode (to begin with) that Players would latch 
on to and would support repeat play. 


We had many ideas for other generator and door combos that we will 
surely revisit in the future but the most important part was creating a 
streamlined and simple objective system. The core goal being, that once 
you understand, you don't have to think about it again. We want survivors 
to be thinking about finding generators and how to activate them under 
extreme stress. 

All three of these features were very much candidates for change 
throughout the entire process, with many other suggestions flying about. 
In the end, they changed a bit but we went with something we knew we 
could control and would work with the overall game systems. 














